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(54) GAME MACHINE 

(57) A game device is provided for executing a 
game involving competition of typing skills wherein 
specified words that are required to be input are notfixed 
with respect to game characters, in other words, dis- 
played enemies. The game device includes control 
means for executing a program; geometry calculating 
means for performing co-ordinate conversions for a plu- 
rality of polygons constituting enemy characters; and 
rendering processing means for generating display im- 
ages by converting the three-dimensional co-ordinates 
generated by said geometry calculating means into two- 
dimensional co-ordinates. A characteristic feature is 
that, according to the program executed and controlled 
by said control means, a word box corresponding to an 
enemy character is generated and a specified word 
prompting a typing input by a player is displayed in said 
word box. 
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Description 
TECHNICAL FIELD 

[0001] The present invention relates to a game de- 
vice, and more particularly to a game device for execut- 
ing a game involving a competition of typing skills. 

BACKGROUND ART 

[0002] various types of input devices are used as in- 
put means for game devices using computers, such as 
joysticks, key sticks, light guns, and the like, according 
to the contents of the game. 

[0003] Amongst these, there exist computer-based 
game devices for executing a game involving competi- 
tion of typing skills, in other words, typing speed and 
accuracy, or generic information processing devices de- 
vised such that they execute a typing game program, 
(hereinafter, simply called "game devices",) which use 
a keyboard as an input device. 

[0004] In general, prescribed words are displayed in 
relation to a character, in other words, a competition op- 
ponent, shown on a display screen (hereinafter, called 
an 'enemy' in the present invention). Typing correspond- 
ing to the displayed words is input from the keyboard 
device, and if a player inputs the correct text corre- 
sponding to a prescribed number of words in a pre- 
scribed period of time, then he or she is able to defeat 
the enemy. 

[0005] Moreover, when a certain enemy has been de- 
feated, a further, different enemy character is displayed, 
and words associated with that enemy are displayed. 
Thereby, the player is able to input text via the keyboard 
device, similarly to the foregoing. By repeating these op- 
erations, the player is either able to continue playing the 
game, or is obliged to end the game, depending on 
whether or not he or she has defeated a prescribed 
number of enemies. 

[0006] In a conventional device, rather than display- 
ing an attack on the enemy for each text character that 
is input, it is judged whether or not the input text is cor- 
rect and an attack on the enemy is only displayed for 
the first time when input of all the text has been com- 
pleted. Whilst this is acceptable if considered for use as 
a rapid practice method for keyboard skills, it is lacking 
in excitement and novelty in terms of its characteristics 
as a game. 

[0007] Moreover, if a plurality of enemies are dis- 
played, and the enemy against whom the attack is di- 
rected can be switched during input of the text, then in 
a conventional device, a player has been able to return 
the text input to an initial state by intentionally inputting 
incorrect text In this case, a penalty is applied in the 
game for the incorrect input. However, despite the fact 
that this incorrect input is not a reflection of the player's 
actual skills, it is generally accepted that a penalty is 
applied to the player in the game. 



[0008] Moreover, when one enemy is defeated, a sub- 
sequent, different enemy is displayed, but these ene- 
mies are stationary, rather than animated, and the spec- 
ified words that must be input for the enemies are the 

5 same for each respective enemy. As a result of this, the 
game becomes monotonous, and since the specified 
words that must be input are fixed, there is a high pos- 
sibility that the same specified words required for input 
will be repeated as the game continues. Therefore, it is 

10 possible that the player will lose interest in the game 
itself. 

DISCLOSURE OF THE INVENTION 

15 [0009] In view of the foregoing, it is an object of the 
present invention to provide a game device executing a 
game involving competition of typing skills, which pro- 
vides enhanced game characteristics. 
[0010] Moreover, the present invention provides a 

20 game device executing a game involving competition of 
typing skills, wherein specified words which must be in- 
put are not fixed with respect to game characters, name- 
ly, to displayed enemies. 

[0011] In order to achieve the aforementioned ob- 
25 jects, the present invention comprises: control means 
for executing a program; geometry calculating means 
for performing co-ordinate conversions of a plurality of 
polygons constituting an enemy character forming an 
embodiment of the present invention (hereinafter, sim- 
30 p|y called "enemy character"); and rendering processing 
means for generating a display image by converting the 
three-dimensional co-ordinates generated by the geom- 
etry calculating means, to two-dimensional co-ordi- 
nates. 

35 [0012] According to the program executed and con- 
trolled by said control means, an operation instruction 
display region corresponding to the enemy character, 
namely, in an embodiment of the invention, a box indi- 
cating a word (hereinafter, simply called "word indication 
40 box") is generated by a polygon, in an embodiment of 
the invention, and a specified word prompting typing in- 
put by a player (in addition to text characters, this may 
also contain symbols, or the like; the same applying to 
the subsequent description of the present invention) is 
45 displayed in the word instruction box polygon. 

[0013] Desirably, according to the program executed 
and controlled by said control means, the display priority 
of the word instruction box polygon in the depth direction 
is set higher than the display priority of the correspond- 
so ing enemy character in the depth direction, in such a 
manner that the word instruction box polygon is dis- 
played in front of the corresponding enemy character on 
the screen. 

[0014] Moreover, desirably, according to the program 
55 executed and controlled by said control means, if the 
display positions of a plurality of enemy characters are 
overlapping, then the display priorities in the depth di- 
rection of the plurality of word instruction box polygons 
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corresponding respectively to the plurality of enemy 
characters are set higher than the display priorities in 
the depth direction of the plurality of enemy characters, 
and the display positions of the plurality of word instruc- 
tion box polygons are controlled in such a manner that 5 
they do not overlap mutually beyond a prescribed 
amount. 

[0015] Furthermore, desirably, alphabetical characr, 
ters indicating the reading of the specified words dis- 
played in the word instruction box polygons are append- 10 
ed thereto, the control means determines a match there- 
of with the alphabetical characters input by a player, and 
if the match meets prescribed conditions, jttien pre- 
scribed changes are applied to the display of the enemy 
character corresponding to the word instruction box pol- *5 
ygon, according to the program executed and controlled 
by the control means. 

[00161 Moreover, desirably, said control means per- 
forms control in such a manner that, when the first al- 
phabetical character of the alphabetical characters dis- 20 
playing the reading of a specified word applied as tex- 
ture to an word instruction box polygons is input, the en- 
emy character corresponding to the word instruction box 
polygon is identified as an attack enemy character, and 
subsequent typing input is only considered as valid with 25 
respect to the specified word of the word instruction box 
polygon corresponding to the identified enemy charac- 
ter. 

[0017] Furthermore, desirably, the prescribed condi- 
tions are cases where the typing input is correct for an 30 
individual specified word, or for each character of the 
alphabetical characters indicating the reading of the 
specified word. 

[0018] Moreover, desirably, the conditions are cases 
where, if the input corresponds to any of the different 35 
combinations of alphabetical characters indicating the 
reading of the specified word, the input made by the 
player and the alphabetical characters indicating the 
reading of the specified word are judged to be matching, 
and when the same specified word is displayed in an 40 
word instruction box polygon at a subsequent juncture, 
the alphabetical characters input by the player are set 
as the alphabetical characters indicating the reading of 
the specified word. 

[0019] Furthermore, desirably, a table of difficulty lev- 45 
el numbers corresponding to kana characters is provid- 
ed, and the difficulty level of a specified word is taken 
as the number given by summing the difficulty level 
numbers corresponding to the respective kana charac- 
ters which form the reading of the specified word, ac- so 
cording to the program executed and controlled by the 
control means. 

[0020] Moreover, desirably, in the development of the 
game, if the typing input made by the player with respect 
to a specified word having a reading of a first difficulty 55 
level number is correct, then the specified word dis- 
played subsequently is selected at random from a group 
of specified words having a difficulty level number that 



is not smaller than the first difficult level number. 
[0021] Furthermore, desirably, the word instruction 
box polygon is generated in such a manner that that it 
follows the movement of the corresponding enemy char- 
acter, according to the program executectand controlled 
by said control means, and when converting the co-or- 
dinates to two-dimensional cordrdinates, the display pri- 
ority of said word instruction tox polygon in the depth, 
direction is set to a maximum value, oj^^tjhe least, to , 
a specific value which is greater than the display priority 
of said enemy character in the depth direction. , 
[0022] Furthermore, desirably, when the word instruc- ^ 
tion box polygons follow the movement of, the correr 
spending enemy characters, then in cases where an.en T 
emy character moves in a non-linear fashion, the corre- 
sponding word instruction box polygon is controlled in 
such a manner that it moves along a linear path of travel 
linking the movement start position and the movement 
end position of the enemy character 
[0023] Moreover, desirably, the upper, lower, left- 
hand and right-hand edges of the display region on the 
screen as obtained by converting the word instruction 
box polygons to two-dimensional co-ordinates, are lo- 
cated in such a manner that a space of a prescribed 
number of dots or above is provided and displayed re- 
spectively at the upper, lower, left-hand and right-hand 
edges of the screen. 

[0024] Further features of the present invention will 
become apparent from the embodiments of the inven- 
tion described below with reference to the accompany- 
ing drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0025] Fig. 1 depicts side and plan views of one com- 
positional example of a game device for executing a 
game involving competition of keyboard typing skills, in 
other words, typing speed and accuracy, according to 
the present invention. 

[0026] Fig. 2 is a functional block diagram of one com- 
positional example of a game device for executing a 
game involving competition of keyboard typing skills, in 
other words, typing speed and accuracy, according to 
the present invention illustrated in Fig. 1; 
[0027] Fig. 3 is an operational flow chart for displaying 
an enemy according to the present invention, as exe- 
cuted by the game device having the composition illus- 
trated in Fig. 2; 

[0028] Fig. 4 is a diagram showing an example of at- 
taching text character texture to a word indication box 
polygon on a polygon frame; 

[0029] Fig. 5 is a diagram illustrating an example 
where polygons constituting an enemy and a word indi- 
cation box polygon are synthesized into an image and 
displayed on a monitor; 

[0030] Fig. 6 is a diagram illustrating one example of 
a game device according to the present invention, 
wherein a plurality of enemies A, B, C are displayed on 
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the same screen; 

[0031] Fig. 7 is a flowchart describing typing input in 

a game, including targeting processing; 

[0032] Fig. 8 is a diagram illustrating changes in the 

display of the texture shown in the word indication box 

polygon, in accordance with the typing input; 

[0033] Fig. 9 is a diagram showing one example of the 

changes in the display of an enemy, in accordance with 

text character input corresponding to the specified word 

shown in the word indication box polygon in Fig. 8 

above; 

[0034] Fig. 1 0 is a diagram describing the relationship 
between the display positions of an enemy and a corre- 
sponding to word indication box polygon; 
[0035] Fig. 11 is one example of a screen display in- 
dicating the display positions of word indication box pol- 
ygons, in a case where a plurality of enemies are dis- 
played in overlapping fashion; 

[0036] Fig. 12 a table indicating a difficulty level for 
each standard kana character, by means of a number; 
[0037] Fig. 13 is a diagram showing one section of a 
specified word list; 

[0038] Fig. 14 is a diagram illustrating fuzzy input cor- 
responding to a specified word, this being one charac- 
teristic feature of the present invention; 
[0039] Fig. 15 illustrates one method for indicating to 
the player which enemy of the plurality of enemies has 
been selected as an attack object, in the targeting proc- 
ess illustrated in Fig. 6; 

[0040] Fig. 16 is a diagram illustrating a further meth- 
od for cancelling an already targeted enemy and target- 
ing another enemy; 

[0041] Fig. 17 is a diagram showing a display screen 
illustrating one embodiment of the present invention, for 
the purpose of comparison with Fig. 6; 
[0042] Fig. 1 8 is a diagram illustrating the relationship 
between movement of an enemy and movement of a 
word indication box polygon, representing a further em- 
bodiment of the present invention; 
[0043] Fig. 19 is a diagram showing a subroutine for 
calculating the movement position of a word indication 
box polygon, for achieving the embodiment in Fig. 18; 
[0044] Fig. 20 is a conceptual diagram for describing 
the subroutine in Fig. 19; 

[0045] Fig. 21 is a diagram illustrating a case where 
an enemy 40 situated in a display position on the monitor 
screen 100 moves beyond one edge of the monitor 
screen and is re-displayed at display position B; 
[0046] Fig. 22 is a control flow diagram of an embod- 
iment which enables a word indication box polygon 41 
to be displayed at all times, even if the display of the 
corresponding enemy 41 disappears; and 
[0047] Fig. 23 is a flow diagram of an embodiment, 
illustrating a method for causing an enemy displayed on 
the monitor screen to disappear. 



BEST MODE FOR CARRYING OUT THE INVENTION 

[0048] Embodiments of the present invention are de- 
scribed below with reference to the drawings. In the 
5 drawings, the same or similar items are labelled with the 
same reference numerals or reference symbols. 
[0049] Fig. 1A and Fig. 1B are general views of one 
composition of a game device for executing a game in- 
volving competition of keyboard typing skills, in other 
words, typing speed and accuracy, according to the 
present invention: Fig. 1A is a side view and Fig. 1B is 
a plan view. 

[0050] In these diagrams, a game device 30 compris- 
es a game device main unit having a display unit 31 for 
displaying images on the front upper portion thereof, 
and, constituted separately from this game device main 
unit, a pair of input devices 34, 35 affixed to an operating 
panel section 33 provided at the front of the device. 
[0051] The pair of input devices 34, 35 are constituted 
by keyboards having, at least, a number of keys corre- 
sponding to the right and left-hand fingers of a player, 
namely 1 0 keys, or more. Moreover, the pair of input de- 
vices 34, 35 are located in a shallow V-shaped configu- 
ration, in such a manner that, if the game is executed 
by two players, then both players can readily face the 
screen of the display unit 31. 

[0052] The reason for the aforementioned disposition 
of the pair of input devices 34, 35 is as follows. Namely, 
it is difficult from the viewpoint of strength to provide a 
large number of key buttons directly on the game device 
main unit. In particular, in the case of a commercial 
game device where the input means is disposed in a 
horizontal position, the more distantly positioned keys 
are difficult to operate. Therefore, by taking ease of op- 
eration into account, whilst also maintaining strength, in 
the composition in Fig. 1, the input devices 34, 35 are 
disposed and attached, as separate members, to the 
game device main unit. Thereby, theft prevention, im- 
proved operability, and safety of the input devices 34, 
35 are assured. 

[0053] Moreover, a coin input opening 32 is provided 
in the rear face of the pair of input devices 34, 35. Fur- 
thermore, an advertisement panel 36 providing a simple 
introduction to the game contents is provided in the up- 
per portion of the device main unit. 
[0054] By pressing prescribed operation confirmation 
input keys on the keyboards 34, 35, in accordance with 
the images shown on the display 31 , a one-player game 
or two-player game is selected, or a game start is im- 
plemented. 

[0055] A prescribed game fee is inserted via the coin 
input opening 32, and a one-player or two-player game 
is selected by means of a confirmation input key. When 
the confirmation input key is pressed again, a game start 
is confirmed and a game is executed according to the 
one-player or two-player game selection. 
[0056] When implementation of a game is started, 
then a specified word is displayed in a word indication 
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box shown in a position corresponding to the enemy on 
the display 31. 

[0057] Therefore, as described below in more detail, 
the player inputs typing via a keyboard 34, 35 corre- 
sponding to the alphabetical characters of the specified 5 
word. If prescribed conditions are satisfied in this typing 
input, then the enemy is defeated. Thereby, the player 
is able to recognize his or her own typing skill during the 
course of the game. 

[0058] Fig. 2 is a functional block diagram of one com- 10 
positional example of a game device for executing a 
game involving competition of keyboard typing skills, in 
other words, speed and accuracy of typing, according 
to the present invention as illustrated in Fig. 1 A and Fig. 
1B. 15 
[0059] A controller section 2, rendering processor 3 
and audio processor 4 are connected via a bus, the oc- 
cupancy of which is controlled by a bus arbiter 1. More- 
over, a system memory 5 is connected to a bus connect- 
ed to the control section 2. Moreover, the bus arbiter 1 20 
is also connected to a boot ROM 6, and a CD-ROM 7 
forming an external storage device. 
[0060] Furthermore, signals are exchanged with ex- 
ternal devices by means of a modem 8, as and when 
necessary. The bus arbiter 1 is also connected to pe- 25 
ripheral devices, such a keyboard devices, and the like. 
[0061] The control section 2 comprises a CPU 20 
forming control means, and a geometry processor 21 
for performing dedicated co-ordinates conversion 
processing, in order to reduce the load on the CPU 20. 30 
[0062] The rendering processor 3 performing render- 
ing processes, such as applying texture, or the like, is 
connected to a graphics memory 9 which temporarily 
stores image data. The output of the rendering proces- 
sor 3 is displayed on a video monitor (not illustrated), by 35 
means of a video signal DA converter 10. 
[0063] On the other hand, the audio processor 4 is 
connected to an audio memory 11 , and the output of the 
audio processor 4 is connected to a video monitor or 
audio device (not illustrated), by means of an audio sig- 40 
nal DA converter 12. 

[0064] Fig. 3 is an operational flow diagram for dis- 
playing an enemy according to the present invention, in 
a game involving competition of typing skills, in other 
words, typing speed and accuracy, using a keyboard de- 45 
vice as an input device, as executed by a game device 
having the composition illustrated in Fig. 2. 
[0065] The operational sequence is implemented by 
means of the CPU 20 executing and controlling a game 
program read from the external storage device 7 to the so 
system memory 5. 

[0066] In Fig. 2, when the power supply of the game 
device is switched on, the CPU 20 reads in a game pro- 
gram from the CD-ROM 7 to the system memory 5, ac- 
cording to a boot program stored in the boot ROM 6. 55 
[0067] Consequently, according to the game program 
read in to the system memory 5, the CPU 20 inputs pol- 
ygon data for composing an enemy and instructs the ge- 



ometry processor 21 to perform co-ordinates conver- 
sion (step S1). 

[0068] The geometry processor 21 converts polygon 
data based on global co-ordinates to viewpoint co-ordi- 
nates (step S2). 

[0069] In this way, the polygon data constituting the 
enemy thus converted to viewpoint co-ordinates data is 
transferred to the rendering processor 3, where texture 
is attached to the respective polygons forming the ene- 
my, in accordance with the polygon data (step S3). 
[0070] Texture data corresponding to the polygon da- 
ta is read out from a texture memory (not illustrated), 
and is laid over the polygons and then stored in the 
graphics memory 9. 

[0071] According to the present invention, a word in- 
dication box polygon frame is generated representing a 
word indication area having a prescribed positional re- 
lationship in the three-dimensional space with respect 
to the enemy (step S4). Moreover, text characters are 
generated to constitute a specified word generated by 
logic described hereinafter, and a text character texture 
is generated by means of the generated text characters 
(step S5). 

[0072] Thereupon, the text character texture is at- 
tached to the aforementioned word polygon frame (step 
S6). 

[0073] Fig. 4 shows an example wherein this text 
character texture is attached to the word indication box 
polygon of the polygon frame. In Fig. 4, for example, the 
text characters KA, RA, TE used in the specified word 
"KARATE" are generated, along with a character se- 
quence {KARATE} indicating the alphabetical notation 
required to input the word "KARATE" (step S01). 
[0074] Thereupon, a texture text sequence is gener- 
ated according to this text character sequence (step 
S02). This texture text sequence is attached to the word 
indication box polygon (step S03). 
[0075] Returning to Fig. 3, the polygons constituting 
the enemy stored previously in the graphics memory 9 
and the word indication box polygon to which text char- 
acter texture has been attached are combined into a 
synthesized image (step S7), which is further converted 
into two-dimensional co-ordinates data corresponding 
to the monitor display screen (step S8). This data is then 
written again to the graphics memory 9 (step S9). 
[0076] Thereupon, the data is converted to an ana- 
logue video signal by the video DA converter 10, and 
displayed on a video monitor (not illustrated) (step S1 0). 
[0077] Fig. 5 is a diagram showing an example where 
the polygons constituting an enemy and the word indi- 
cation box polygon are image synthesized and then dis- 
played on a monitor. In this diagram, the enemy 40 con- 
stituted by a plurality of polygons, and the word indica- 
tion box polygon 41 , are displayed in a prescribed posi- 
tional relationship. This positional relationship is deter- 
mined at step S7 in the flow diagram in Fig. 3, when 
image synthesis is performed. 

[0078] The image position of the word indication box 
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polygon 41 moves with the movement of the corre- 
sponding enemy 40, as indicated by the arrow in Fig. 5. 
In other words, the co-ordinates of the word indication 
box polygon 41 are updated in such a manner that it 
always follows the movement of the enemy 40. 5 
[0079] Here, a case where the aforementioned ene- 
my and word indication box are constituted by polygons 
is described as an embodiment. However, the present 
game device forming an image display device according 
to the present invention is not limited to a device which 10 
forms image display by means of polygons. In other 
words, it is possible to adopt a composition wherein en- 
emies and word indication box images are generated as 
two-dimensional images, and are displayed on the dis- 
play device. Moreover, it is also possible to create a syn- 15 
thesized display wherein the specified word image is su- 
perimposed over the two-dimensional image of the word 
indication box. 

[0080] Fig. 6 illustrates the sequence of a typing game 
which is characteristic of the present invention, relating 20 
to one example of a game device according to the 
present invention, wherein a plurality of enemies A, B, 
C are displayed on a screen. 

[0081] Word indication box polygons corresponding 
to the respective plurality of enemies A, B, C are dis- 25 
played and text character texture is attached thereto. In 
Fig. 6, the words "IOU" [ n Su/phur], "TOLT \" Tower] and 
"NO IT [" Brain"] are attached respectively to the corre- 
sponding word indication box polygons for enemy A, en- 
emy B and enemy C. 30 
[0082] If there are a plurality of enemies on the screen 
in this way, then when inputting typing via the keyboard 
in the game, the player must first establish which enemy 
he or she will input text for. In the description of the 
present invention, this is called "targeting". 35 
[0083] In this case, if the player accurately predicts 
which of the enemies will advance first towards the play- 
er on the screen, and sets that enemy as a target, then 
the game will develop to his or her advantage. If, on the 
other hand, the player is attacked by a player that he or 40 
she has not targeted, then the player will lose points in 
the game. 

[0084] In order to achieve effective targeting in the 
aforementioned manner, it is necessary to provide a re- 
striction whereby two specified words starting with the 45 
same alphabetical character are not allowed on the 
screen at the same time. Details of this restriction are 
considered further in the generation of the text character 
sequences, as described hereinafter. 

[0085] Fig. 7 is a flowchart describing typing input in 50 
a game comprising the aforementioned targeting 
processing. 

[0086] In Fig. 7, if it is judged that there are a number 
of enemies present on the same screen (step S101), 
then the first alphabetical character (first character) as- 55 
signed to any one of the enemies is input (step S102). 
[0087] Thereupon, the CPU 20 searches for an ene- 
my having a specified word matching the first character 



thus input, and if a match is found, then the correspond- 
ing enemy is targeted (step S103). Thereafter, only in- 
puts corresponding to the character sequence for the 
specified word displayed in the word indication box pol- 
ygon for the targeted enemy are accepted as valid. 
[0088] Consequently, if all the characters of the spec- 
ified word corresponding to the targeted enemy have 
been input correctly, then that enemy can be defeated 
(step S105). 

[0089] At step S 1 03 , if a target is to be cancelled after 
having been set, then the escape key (Esc) key is 
pressed and the procedure returns to step S101 (step 
S104). 

[0090] Providing further explanation with regard to 
Fig. 6, if the T key is input in a state where none of the 
enemies A, B, C are targeted, then the enemy B having 
the specified word TOLT will be set as the target. There- 
upon, by inputting the "O" key and the "LT key, enemy 
B can be defeated. 

[0091] Thereupon, the targeted state is released and 
enemies A and C are in a non- targeted state. 
[0092] If the "N" key is then input, enemy C having the 
specified word "NOLT will be targeted. By repeating the 
operation described above, all of the enemies on the 
screen can be defeated within a prescribed time. 
[0093] In Fig. 6, it is also possible to adopt a mode 
whereby, if all of the enemies A, B, C remain in a non- 
targeted state for a prescribed period of time, then the 
specified words displayed in the word indication boxes 
corresponding to the respective enemies are updated. 
Thereby, the player can be encouraged positively to in- 
put a specified words. 

[0094] Fig. 8 is a diagram for describing changes in 
the display of the texture shown in the word indication 
box polygons, with respect to key inputs. In Fig. 8, if the 
specified word is "IOU", then when the "I" key is input, 
the character I disappears. When the "O" key is then 
input, the character O disappears. Moreover, when the 
"IT key is input, then the whole word IOU disappears, 
and the enemy A forming the target also disappears. 
[0095] This control is performed by means of the CPU 
20 executing and controlling the game program read in- 
to the system memory 5. 

[0096] Fig. 9 is a diagram showing one example of 
changes in the display of an enemy corresponding to 
text character inputs corresponding to a specified word 
displayed in the word indication box polygon in Fig. 8 
described above. 

[0097] Fig. 9 illustrates the mutual relationships be- 
tween the input phase, the state of the word specifica- 
tion box polygon, and the state of the enemy. The state 
of the enemy refers to representations of the enemy 
wherein, in phases 2 to 4, damage is applied to the cor- 
responding enemy, each time a correct character is in- 
put. 

[0098] Moreover, Fig. 9 illustrates two methods rep- 
resenting embodiments of methods for deleting the cor- 
responding word indication box polygon, when all of the 
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text characters in the specified word have been input 
correctly. 

[0099] The first method is a method wherein the word 
is faded out, or where it is held in a flashing state for a 
short while, and then faded out. 

[01 00] The second method is a method wherein, if the 
last character input at phase 4 is correct, then the word 
indication box polygon is displayed as shattering into 
pieces. 

[0101] Here, in Fig. 9, it is also possible to display an 
image wherein particular changes are made to the en- 
emy, in cases where the player inputs a specified word 
which is not displayed in the word indication box. There- 
by, the player is provided with the impression of having 
made an input error, and this can be expected to create 
a more positive effort and resolution in the player to con- 
tinue playing the game. 

[01 02] Fig. 1 0 is a diagram describing the relationship 
of the word indication box polygon with respect to the 
enemy. As described previously, at default setting, the 
display position co-ordinates of the word indication box 
polygon have a prescribed positional relationship with 
respect to the enemy. 

[0103] However, in cases where a plurality of enemy 
display positions approach, some consideration is re- 
quired in setting the display positions of the word indi- 
cation box polygons. Fig. 10 is a diagram illustrating a 
response to such as situation according to the present 
invention. In Fig. 10, enemies A and B are displayed as 
approaching. Here, the word indication box polygon I 
corresponding to enemy A and the word indication box 
polygon II corresponding to enemy B are displayed in 
an overlapping fashion. 

[01 04] In such a case, the display position of either 
one of the word indication box polygons is shifted. In the 
example in Fig. 1 0, display control is performed whereby 
the display position of the word indication box polygon 
II is shifted to create a word indication box polygon IT. 
This control can be performed by means of the CPU 20 
detecting overlapping of the display co-ordinates of the 
word indication box polygons I, II, and then instructing 
the geometry processor21 to shift the X-axis display co- 
ordinate of the word indication box polygon II. 
[0105] Fig. 11 is one example of a screen display in- 
dicating the display positions of word indication box pol- 
ygons in a case where a plurality of enemies are dis- 
played in an overlapping fashion. As described above, 
the corresponding word indication box polygons are dis- 
played as following the respective enemies, whilst main- 
taining a prescribed positional relationship therewith, 
but as illustrated in Fig. 11, if two enemies A, B are dis- 
played in overlapping fashion, then the display positions 
of the word indication box polygons are controlled in 
such a manner that they are displayed in priority order, 
in other words, they are displayed in foremost positions 
on the screen. 

[0106] This control is performed at step S8 in Fig. 3, 
by setting the magnitude of the Z axis co-ordinate to a 



maximum value, or to a specific value having higher pri- 
ority than the polygons of the enemy characters, and 
then converting these co-ordinates to two-dimensional 
co-ordinates. 

5 [01 07] This control can be achieved by means of the 
rendering processor 3 performing sorting processing, in 
such a manner that the Z-axis co-ordinates of the word 
indication box polygons assume highest priority posi- 
tions. 

10 [0108] Therefore, in Fig. 11, the word indication box 
polygons showing the specified word M IOLT correspond- 
ing to enemy A and the specified word "TOU" corre- 
sponding to enemy B are displayed in foremost posi- 
tions on the screen, regardless of the display priority of 

15 the enemies A and B. 

[0109] In Fig. 11, the scale 100 indicated at the top 
left of the screen shows the player's attack skill level with 
respect to the enemies selected by the player. If the level 
display on this scale is reduced to zero, then the player 

20 will lose points. Conversely, if the level display is extend- 
ed to a prescribed length, then the player can gain 
points. 

[0110] The display "1 P" shown in the bottom left of the 
screen indicates that the player is playing a one-player 

25 game. Furthermore, the + symbols shown on the right 
of the screen indicate the number of points. The number 
of points increases when the level display on the afore- 
mentioned scale 100 extends to a prescribed length, 
and the + symbols increase accordingly. If the display 

30 of + symbols reaches zero, then the game terminates. 
[0111] Moreover, in Fig. 11, in addition to the afore- 
mentioned scale 100 and + points symbols, it is also 
possible to display a time gauge or counter relating to 
an enemy approaching gradually on the screen (moving 

35 in such a manner that the player does not know when 
he or she will be attacked) which indicates when the en- 
emy will reach the player or start an attack. Thereby, the 
player can readily and freely decide the enemy that is 
to be selected at the subsequent timing. 

40 [011 2] Next, the specified words displayed in the word 
indication box polygons described previously will be ex- 
plained. 

[0113] Fig. 12 is a table wherein a level of difficulty is 
indicated by a number for each one of the standard kana 

45 characters. This level of difficulty is determined by taking 
into account the number of times the character occurs 
in typing. In other words, lower numbers are assigned 
to characters which are frequently entered, and con- 
versely, higher numbers are assigned to characters 

50 which are not frequently entered, when typing a stand- 
ard text. 

[0114] For example, the kana character "ha" is as- 
signed a number 8, the kana character "ya" is assigned 
a number 9, and the kana character "shi" is assigned a 
55 number 9. 

[0115] Fig. 13 is a diagram showing a portion of a 
specified word list. For example, the specified word "Al" 
is made up of the kana characters "a" and T. Therefore, 
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the level of difficulty for the specified word is the sum of 
the number 5 corresponding to "a" and the number 6 
corresponding to T, in the table in Fig. 12, namely, 11. 
[0116] To give another example, the specified word 
"SHIRAKUEN" is made up of six kana characters, and 
the level of difficulty for this word is 50, obtained from 
the sum of the numbers corresponding to each of the 
characters as indicated in Fig. 12. 
[0117] The tables shown in Fig. 12 and Fig. 13 are 
incorporated as part of the game program. When poly- 
gon data constituting an enemy is sent to the rendering 
processor 3, the CPU 20 also transmits this table data 
to the rendering processor 3. 

[01 1 8] Therefore, when attaching texture to the poly- 
gons constituting the enemy, the rendering processor 3 
determines one specified word at random from the 
group of specified words corresponding to a level of dif- 
ficulty according to the development of the game, gen- 
erates a character sequence texture, and attaches 
same to the word indication box polygon. 
[01 1 9] Here, the level of difficulty is updated in the fol- 
lowing manner. Namely, after displaying a specified 
word or after input corresponding to the specified word 
has started, the time until completion of that input 
(number of frames in the game) is measured. 
[0120] Any subsequent increase or decrease in the 
level of difficulty of the specified word or in the input limit 
time, or the like, is determined on the basis of the time 
period until the aforementioned input was completed. 
Therefore, a specified word is selected at random from 
a group corresponding to the determined level of diffi- 
culty. In this manner, it is possible to display specified 
words which correspond to the typing skill of the player. 
[0121] Fig. 14 is a diagram for illustrating 'fuzzy' input 
corresponding to a specified word, which is one charac- 
teristic of the present invention. When inputting Japa- 
nese by means of alphabetical characters, a method is 
used whereby it is examined whether the input method 
corresponds to a generally recognized input method (ro- 
maji, Hepburn method, or the like), and it is determined 
whether or not the input correctly matches the Japanese 
displayed as a specified word. 

[0122] By updating the table shown in Fig. 13 above 
in the memory, in real time, with the alphabetical input 
characteristics of the player, then it is possible to reflect 
these characteristics in the alphabetical display when 
the next specified word is displayed. 
[0123] An example is described below. For instance, 
let it be supposed that the specified word is "JYOKKI". 
[01 24] The alphabetical notations which may be con- 
sidered to be correct for "JYOKKI" are as follows: 

JOKKI 

JYOKKI 

ZYOKKI 

JOXTUKI 

JYOXTUKI 

ZYOXTUKI 



JOLTUKI 

JYOLTUKI 

ZYOLTUKI 

5 [0125] In Fig. 14, since the first kana character for JY- 
OKKI is "ji", if an alphabetical character other than "Z" 
or "J" is input, then the input is judged to be incorrect 
(step S200). 

[01 26] Next, as the input corresponding to "yo", if "yo" 
10 is input in the case of "Z", or if "either "yo" or "o" is input 
in the case of "J", then the input is considered to be cor- 
rect, whereas any inputs other than these are consid- 
ered to be incorrect (step S201). 
[0127] Thereupon, as the input corresponding to 
15 "tsu". then after inputting JYO, JO, or ZYO, for "JYO\ jt 
is acceptable to input the next sound (in this case, "K") 
or to input either L or X (step S202). 
[01 28] If "L" or "X" is input after "JYO", "ZYO" or "JO", 
then the next character to be displayed will be "TIT, and 
20 any input other than T will be considered to be incor- 
rect (step S203). 

[0129] Moreover, if "K" is input after "JYO", "ZYO" or 
"JO", then the input will be not taken as correct unless 
the input of K is subsequently repeated (step S204). 
25 [0130] These decisions are made by the CPU 20, 
which monitors whether the input text is correct or incor- 
rect. 

[0131] Fig. 15 shows one method for indicating to the 
player the enemy selected as an attack object from a 

30 plurality of enemies in the targeting operation described 
in Fig. 6. In this example, the surround of the word indi- 
cation box polygon is changed in the display. 
[0132] Fig. 16 is a diagram illustrating a further meth- 
od wherein an enemy that has been targeted is can- 

35 celled and another enemy is targeted. In the method de- 
scribed previously, targeting is cancelled by pressing 
the escape key (Esc). 

[0133] On the other hand, the method in Fig. 16 is a 
method wherein the targeted enemy is shifted progres- 
40 sively by pressing the tab key. The player is able to re- 
set the target to a desired enemy position by repeatedly 
pressing the tab key. 

[0134] Here, referring once again to Fig. 6, the re- 
spective enemies A, B, C are not necessarily restricted 

45 to the same positions in the line of sight of the player, 
throughout the development of the game. 
[0135] Fig. 17 is a diagram showing a display screen 
illustrating one embodiment of the present invention, for 
comparison with that in Fig. 6. The enemies A, B, C are 

50 respectively located in different positions in the line of 
sight of the player. Therefore, they are displayed as hav- 
ing different sizes. 

[0136] However, the word indication box polygons 
displayed corresponding to each enemy have the same 
55 size. This is in order to resolve situations where the 
specified words may become difficult for the player to 
distinguish if the size of the word indication box polygon 
is changed according to the size of the enemy. 
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[0137] In the embodiment in Fig. 17, the display size 
of the word indication box polygon is the same, regard- 
less of the size of the enemy displayed. Thereby, the 
aforementioned problem is resolved. 
[0138] In order to achieve this display, at step S4 in 5 
the flowchart shown in Fig. 3, the word indication box 
polygons generated to correspond with the enemies 
have three-dimensional co-ordinates, as stated previ- 
ously. Therefore, the size of the word indication box pol- 
ygons displayed can be set to a uniform size, by setting 10 
the Z-axis direction value of the word indication box polr 
ygons to a fixed specific value, when synthesizing the 
polygons constituting the enemies, at step S7. 
[01 39] Fig. 1 8 is a diagram illustrating the relationship 
between the movement of the enemies and the move- 15 
ment of the word indication box polygons, representing 
a further embodiment of the present invention. 
[01 40] In Fig. 5, it was illustrated that the word indica- 
tion box polygon 41 is moved in such a manner that it 
follows the movement of the enemy 40. A case is now 20 
considered wherein the enemy 40 moves as illustrated 
in Fig. 18. 

[0141] Namely, in Fig. 18, it is supposed that the en- 
emy 40 moves along travel paths A and B. Here, if the 
word indication box polygon corresponding to the rele- 25 
vant enemy is also displayed as passing along the travel 
paths A and B, then it will not necessarily be easy for 
the player to type the corresponding input. 
[0142] Therefore, in this embodiment of the present 
invention, the word indication box polygon 41 is dis- 30 
played as moving along a bypass path of travel C, which 
links the movement start position and movement end 
position of travel paths A and B. 

[01 43] Fig. 1 9 is a diagram showing a word indication 
box polygon movement position calculation subroutine, 35 
for realizing the embodiment shown in Fig. 18, this being 
a subroutine executed at step S4 in the flowchart in Fig. 
3. 

[0144] Fig. 20 is a general diagram for illustrating the 
subroutine in Fig. 19. Below, the operation in Fig. 19 is 40 
described whilst referring to Fig. 20. In Fig. 20, travel 
path I is the movement path of the enemy 40, and travel 
path II is the movement path of the word indication box 
polygon 41. 

[0145] In Fig. 19, the current display position A* of the 45 
enemy is obtained (step S11). Thereupon, the current 
display position A' is compared with the previous display 
position A (step S12), and if A' * A, then it is judged that 
the enemy has moved. 

[0146] If A' * A and it is judged that the enemy has so 
moved, then firstly, the previous display position B of the 
word indication box polygon is determined (step S13). 
Thereupon, the direction is determined from the unit 
vector e of A'B (step S14). 

[0147] Next, the position B' achieved by moving a set 55 
distance r in direction e, from A', is determined (step 
S15). The position is moved by a distance r in order to 
control the display such that the word indication box pol- 



ygon follows the enemy A with a delay of r. 

[0148] Thereupon, if the position is between BA\ then 

it is moved to B'. Otherwise, the determined position B* 

is moved to either B or A', whichever is the nearer (step 

S16). 

[0149] Thereupon, the depth direction (Z value) is set 
to a maximum value or specific value (step S17). Here, 
by setting it to a maximum value, the word indication box 
polygon 41 will always have a Z value which gives it 
higher display priority over the polygons constituting the 
enemy 40, and hence the word indication box polygon 
41 will always be displayed without being obscured by 
the enemy 40. 

[0150] Moreover, if setting the depth value to a spe- 
cific value, then it should be set within a range which will 
not be exceeded by the display priority of the enemy 40 
polygons. 

[0151] Next, a case is considered where part of the 
enemy 40 moves beyond one edge of the monitor 
screen, and it is therefore re-displayed. Fig. 21 is a di- 
agram illustrating a case where an enemy 40 located in 
a display position on the monitor screen 100 moves be- 
yond one edge of the monitor screen, and is re-dis- 
played in a display position B. 

[01 52] According to the principle that the word indica- 
tion box polygon 41 follows the movement of the enemy 
40, when the enemy 40 moves beyond the edge of the 
monitor screen, the word indication box polygon 41 also 
moves off the monitor screen. 

[0153] In this case, the player may lose sight of the 
specified word that that he or she is meant to input, due 
to the display of the word indication box polygon 41 dis- 
appearing off the screen. Therefore, as shown in Fig. 
21, in this embodiment, it is devised that the word indi- 
cation box polygon 41 can always be displayed, even in 
cases where the corresponding enemy 41 disappears 
from the screen. 

[01 54] A control sequence for achieving this is depict- 
ed in Fig. 22. Specifically, in this embodiment, when the 
word indication box polygon 41 is displayed on the mon- 
itor screen 1 00, it is judged whether or not 1 6 dots exist 
to the right-hand side, left-hand side, lower side and up- 
per side of the word indication box polygon 41 (steps 
S20, 21,22, 23). 

[01 55] If the corresponding 1 6-dot space does not ex- 
ist respectively to the right-hand side, light-hand side, 
lower side and upper side, then the display position of 
the word indication box polygon is shifted, to the right, 
left, downwards or upwards, in such a manner that a 
1 6-dot space is created (steps S24, 25, 26, 27). 
[0156] By performing this control, it is possible to dis- 
play the word indication box polygon 41 on the monitor 
screen at all times, even if the enemy 40 moves off the 
monitor screen display, and hence there is no impedi- 
ment to the typing input of the player. 
[01 57] Moreover, here, it is necessary to return to the 
cases illustrated in Fig. 6 or Fig. 17, to consider the con- 
ditions under which an enemy displayed on the monitor 
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screen will be deleted from the screen. 
[01 58] Fig. 23 is a flow diagram of an embodiment of 
the present invention, illustrating a method for deleting 
an enemy displayed on the monitor screen. 
[01 59] Firstly, it is determined, for each respective en- 5 
emy, whether or not a correct input has been made for 
the word in the corresponding word indication box pol- 
ygon (step S30). 

[01 60] Here, it is supposed that unless a correct key- 
board entry is made, the enemy in question will not be 10 
selected. If an unselected enemy moves towards the 
rear (step S31 : YES), then the enemy display status is 
set to "non-display", and at the same time, the frame 
display status for the corresponding word indication box 
polygon is also set to "non-display". Thereby, an enemy is 
that is not selected will retreat from the monitor screen 
and be deleted (step S36). 

[0161] If an enemy that is not selected at step S31 
does not move towards the rear of the screen, but rather 
disappears by moving in the upward, downward, left- 20 
ward or rightward directions on the screen (step S32 : 
YES), then it is subsequently determined whether or not 
to perform control to return the enemy to the monitor 
screen again (step S34). If it is to be returned to the mon- 
itor screen (step S34 : YES), then the enemy display 25 
status is set to "non-display", and the frame display sta- 
tus is set to "display" (step S35). 

[01 62] The control of the display of the word indication 
box polygons in this state is as illustrated in Fig. 21 and 
Fig. 22. ' 30 
[0163] Moreover, if at step S34, control to return the 
enemy to the monitor screen is not to be performed (step 
S34 : NO), then the enemy display status and the frame 
display status are set to "non-display", and the enemy 
disappears (step S36). 35 
[0164] If an enemy that is not selected at step S30 
does not moves rearwards and does not move in any of 
the upward, downward, leftward or rightward directions 
on the screen, then both the enemy display status and 
the frame display status are set to "display" (step S33). 40 
[01 65] In Fig. 23, if an enemy is selected at step S30 
(step S30 : YES), then if that enemy is still alive, the en- 
emy display status is set to "fallen", the frame display 
status is set to "display", and the enemy becomes the 
object of an attack by the player (step S38). 45 
[01 66] If the enemy has died at step S37, (step S37: 
NO), then both the enemy display status and the frame 
display status are set to "non-display", and the enemy 
disappears (step S33). 

[0167] Here, in the foregoing description, the game 50 
device comprised the functional block illustrated in Fig. 
2, but the application of the present invention is not lim- 
ited to this. The characteristic features of the present 
invention may also be realized by means of a generic 
information processing device having CPU and render- 55 
ing functions. 

[0168] Moreover, in addition to the embodiments de- 
scribed above, the present invention may also be imple- 




mented in the following modes. 

[0169] In Fig. 6, it was described that a player can 
make an input by selecting a specified word displayed 
in a word indication box in correspondence with an en- 
emy, but it is also possible to prohibit reception of key 
inputs under prescribed conditions. For example, key in- 
put can be prohibited in cases where the enemy is de- 
picted in a defensive position, for example, hiding its 
face with its hands, or the like. 

[0170] Therefore, the key input must be performed in 
a short period of time before the display of the enemy 
changes to a state where key input is prohibited. This 
promotes the development of the game. 
[0171] Furthermore, in Fig. 1 above, mention was 
made of implementation of a two-player game, and in 
one mode thereof, key input can be made by either play- 
er. In other words, in such a mode, two players co-op- 
erate together to defeat a plurality of enemies displayed 
on the screen. 

[0172] On the other hand, it is also possible to com- 
pose a competitive game involving two players. In this 
case, a desired word is entered, in a remaining time pe- 
riod or a remaining number of opportunities set for each 
player in the game. Control is performed whereby de- 
sired word information input by one player is reflected 
in the specified word that the opposing player has to in- 
put. 

[0173] in other words, as the competitive game 
progresses, remaining time and remaining opportunities 
for the player are generated, whilst the player completes 
key input corresponding to a word that he or she has to 
input, until the next word to be input is displayed in the 
word indication box. 

[0174] In this remaining time and remaining opportu- 
nities, the player inputs a word which he or she suppos- 
es the opposing player will find difficult to input. This in- 
put word is then displayed in a word indication box cor- 
responding to an enemy that must be attacked by the 
opposing player. Thereby, a player capable of inputting 
words such that he or she obtains the longest possible 
remaining time and remaining opportunities is able to 
play a competitive game in an advantageous manner. 

INDUSTRIAL APPLICABILITY 

[0175] The present invention provides a game device 
for executing a game involving competition of typing 
skills, which provides enhanced game characteristics, 
wherein specified words that are to be input are not fixed 
in relation to game characters, in other words, displayed 
enemies. 



Claims 

1. A game device comprising: 

control means for executing a program; 
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geometry calculating means for performing co- 
ordinate conversions of a plurality of polygons 
constituting an object; and 
rendering processing means for converting 
three-dimensional co-ordinates of the plurality 5 
of polygons constituting said object, as gener- 
ated by said geometry calculating means, to 
two-dimensional co-ordinates and generating a 
display image of the object; 

wherein an operation instruction display region 10 
polygon corresponding to said object is gener- 
ated according to the program executed and 
controlled by said control means, and a speci- 
fied word prompting typing input by a player is 
displayed in said operation instruction display *5 
region polygon. 

The game device according to claim 1 , 

wherein a display priority, of said operation in- 
struction display region polygon, in a depth direction 20 
is set higher than the display priority, of a corre- 
sponding object, in the depth direction, according 
to the program executed and controlled by said con- 
trol means, in such a manner that said operation 
instruction display region polygon is displayed in 25 
front of the corresponding object on a screen. 

The game device according to claim 1 , 

wherein said operation instruction display re- 
gion polygon is generated in such a manner that it 30 
follows movement of the corresponding object, ac- 
cording to the program executed and controlled by 
said control means, and when converting the co- 
ordinates to two-dimensional co-ordinates, the dis- 
play priority, of said operation instruction display re- 35 
gion polygon, in the depth direction is set to a max- 
imum value, or, at least, to a specific value which is 
greater than the display priority, of said object, in 
the depth direction. 

40 

The game device according to claim 2, 

whrerein if display positions of a plurality of 
objects are overlapping, then the display priorities 
in the depth direction of the plurality of operation in- 
struction display region polygons corresponding re- 45 
spectively to said plurality of objects are set higher 
than the display priorities in the depth direction of 
said plurality of objects, according to the program 
executed and controlled by said control means, and 
the display positions of said plurality of operation so 
instruction display region polygons are controlled in 
such a manner that they do not overlap mutually be- 
yond a prescribed amount. 

The game device according to claim 3, 55 

wherein when said operation instruction dis- 
play region polygons follow the movement of the 
corresponding objects, then in cases where an ob- 



ject moves in a non-linear fashion, a corresponding 
operation instruction display region polygon is con- 
trolled in such a manner that it moves along a linear 
path of travel linking a movement start position and 
a movement end position of said object. 

6. The game device according to claim 3, 

wherein upper, lower, left-hand and right- 
hand edges of the display region on the screen as 
obtained by converting said operation instruction 
display region polygons to two-dimensional co-or- 
dinates, are located in such a manner that a space 
of a prescribed number of dots or above is provided 
and displayed respectively at the upper, lower, left- 
hand and right-hand edges of said screen. 

7. The game device according to claim 1 , 

wherein alphabetical characters indicating 
reading of specified words displayed in said opera- 
tion instruction display region polygons are append- 
ed thereto, said control means determines a match 
thereof with alphabetical characters input by a play- 
er, and if said match meets prescribed conditions, 
then prescribed changes are applied to a display of 
the object corresponding to said operation instruc- 
tion display region polygon, according to the pro- 
gram executed and controlled by said control 
means. 

8. The game device according to claim 7, 

wherein said control means performs control 
in such a manner that, when a first alphabetical 
character of the alphabetical characters indicating 
the reading of a specified word applied as texture 
to said operation instruction display region polygon 
is input, the object corresponding to said operation 
instruction display region polygon is identified as an 
attack object, and subsequent typing input is con- 
sidered as valid only with respect to the specified 
word of the operation instruction display region pol- 
ygon corresponding to said identified object. 

9. The game device according to claim 7, 

wherein said prescribed conditions are cases 
where the typing input is correct for an individual 
specified word, or for each character of the alpha- 
betical characters indicating the reading of said 
specified word. 

1 0. The game device according to claim 7, 

wherein said prescribed conditions are cases 
where, if the input corresponds to any of different 
combinations of alphabetical characters indicating 
the reading of the specified word, the input made 
by the player and the alphabetical characters indi- 
cating the reading of the specified word are judged 
to be matching, and when a same specified word is 
displayed in an operation instruction display region 



11 



21 



EP 1 127 595 A1 



22 



polygon at a subsequent juncture, the alphabetical 
characters Input by said player are set as the alpha- 
betical characters indicating the reading of said 
specified word. 

11. The game device according to claim 1, 

wherein a table of difficulty level numbers cor- 
responding to kana characters is provided, and the 
difficulty level of said specified word is taken as a 
number given by summing the difficulty level num- 
bers corresponding to the respective kana charac- 
ters which form the reading of the specified word, 
according to the program executed and controlled 
by said control means. 

12. The game device according to claim 11, 

wherein in development of the game, if the 
typing input made by the player with respect to a 
specified word having a reading of a first difficulty 
level number is correct, then the specified word dis- 
played subsequently is selected at random from a 
group of specified words having a difficulty level 
number that is not smaller than said first difficulty 
level number. 

13. The game device according to claim 8, 

wherein objects which are not identified, and 
the operation instruction display region polygons 
corresponding to same, are controlled in such a 
manner that they are caused to disappear by being 
moved outside the region of said monitor screen, 
by withdrawing same in the depth direction of the 
monitor screen, or by shifting same in either the up- 
ward, downward, leftward or rightward direction of 
said monitor screen. 

1 4. A storage medium storing a program to be executed 
by control means in a game device including control 
means for executing a program; geometry calculat- 
ing means for performing co-ordinate conversions 
of a plurality of polygons constituting an object; and 
rendering processing means for generating a dis- 
play image by converting three-dimensional co-or- 
dinates, generated by said geometry calculating 
means, to two-dimensional co-ordinates, 

wherein the program controls in such a man- 
ner that an operation instruction display region pol- 
ygon corresponding to said object is generated, and 
a specified word prompting typing input by a player 
is displayed in said operation instruction display re- 
gion polygon. 

15. The storage medium storing a program according 
to claim 14, 

wherein the program executed and controlled 
by said control means performs control in such a 
manner that a display priority, of said operation in- 
struction display region polygon, in a depth direction 



is set higher than the display priority of a corre- 
sponding object in the depth direction, whereby said 
operation instruction display region polygon is dis- 
played in front of the corresponding object on a 
5 screen. 

16. The storage medium storing a program according 
to claim 14, 

wherein according to the program executed 
10 and controlled by said control means, said opera- 
tion instruction display region polygon is generated 
in such a manner that it follows movement of the 
corresponding object, and when converting the co- 
ordinates to two-dimensional co-ordinates, the dis- 
15 play priority, of said operation instruction display re- 
gion polygon, in the depth direction is set to a max- 
imum value, or, at least, to a specific value which is 
greater than the display priority of said object in the 
depth direction. 

20 

17. The storage medium storing a program according 
to claim 1 5, 

wherein the program is executed and control- 
led by said control means performs control in such 

25 a manner that, if display positions of a plurality of 
objects are overlapping, then the display priorities 
in the depth direction of the plurality of operation in- 
struction display region polygons corresponding re- 
spectively to said plurality of objects are set higher 

30 than the display priorities in the depth direction of 
said plurality of objects, and the display positions of 
said plurality of operation instruction display region 
polygons are controlled in such a manner that they 
do riot overlap mutually beyond a prescribed 

35 amount. 

18. The storage medium storing a program according 
to claim 16, 

wherein the program is executed and control- 
40 led by said control means to perform control in such 
a manner that, when said operation instruction dis- 
play region polygons follow the movement of the 
corresponding objects, then in cases where an ob- 
ject moves in a non-linear fashion, the correspond- 
45 ing operation instruction display region polygon is 
caused to move along a linear path of travel linking 
a movement start position and a movement end po- 
sition of said object. 

50 19. The storage medium storing a program according 
to claim 16, 

wherein the program is executed and control- 
led by said control means to locate upper, lower, 
left-hand and right-hand edges of the display region 

55 on the screen as obtained by converting said oper- 
ation instruction display region polygons to two-di- 
mensional co-ordinates, in such a manner that a 
space of a prescribed number of dots or above is 
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provided and displayed respectively at the upper, 
lower, left-hand and right-hand edges of said 



20. The storage medium storing a program according 
to claim 14, 

wherein alphabetical characters indicating 
reading of specified words displayed in said opera- 
tion instruction display region polygons are append- 
ed thereto, said control means determines a match 
thereof with the alphabetical characters input by a 
player, and if said match meets prescribed condi- 
tions, then the program executed and controlled by 
said control means applies prescribed changes to 
display of the object corresponding to said opera- 
tion instruction display region polygon. 

21- The storage medium storing a program according 
to claim 20, 

wherein when a first alphabetical character of 
the alphabetical characters indicating the reading 
of a specified word applied as texture to said oper- 
ation instruction display region polygons is input, 
the object corresponding to said operation instruc- 
tion display region polygon is identified as an attack 
object, and subsequent typing input is considered 
as valid only with respect to the specified word of 
the operation instruction display region polygon cor- 
responding to said identified object. 

22. The storage medium storing a program according 
to claim 20, 

wherein said prescribed conditions are cases 
where the typing input is correct for an individual 
specified word, or for each character of the alpha- 
betical characters indicating the reading of said 
specified word. 

23. The storage medium storing a program according 
to claim 20, 

wherein said prescribed conditions are cases 
where, if the input corresponds to any of different 
combinations of alphabetical characters indicating 
the reading of the specified word, the input made 
by the player and the alphabetical characters indi- 
cating the reading of the specified word are judged 
to be matching, and when a same specified word is 
displayed in an operation instruction display region 
polygon at a subsequent juncture, the alphabetical 
characters input by said player are set as the alpha- 
betical characters indicating the reading of said 
specified word. 

24. The storage medium storing a program according 
to claim 14, 

wherein a table of difficulty level numbers cor- 
responding to kana characters is provided, and the 
program executed and controlled by said control 



means performs control in such a manner that a dif- 
ficulty level of said specified word is taken as the 
number given by summing the difficulty level num- 
bers corresponding to the respective kana charac- 
5 ters which form the reading of the specified word. 

25. The storage medium storing a program according 
to claim 24, 

wherein in development of the game, if the 
10 typing input made by the player with respect to a 
specified word having a reading of a first difficulty 
level number is correct, then the specified word dis- 
played subsequently is selected at random from a 
group of specified words having a difficulty level 
15 number that is not smaller than said first difficult lev- 
el number. 

26. The storage medium storing a program according 
to claim 21, 

20 wherein said control program performs con- 

trol in such a manner that objects which are not 
identified, and the operation instruction display re- 
gion polygons corresponding to same, are caused 
to disappear by being moved outside the region of 

25 said monitor screen, by withdrawing same in the 
depth direction of the monitor screen, or by shifting 
same in either an upward, downward, leftward or 
rightward direction of said monitor screen. 

30 27. A game device comprising: 

control means for executing and controlling a 
program; and 

means for generating a two-dimensional image 
35 of an object and a two-dimensional image of an 

operation instruction display region which is 
caused to follow the movement of said object; 
wherein according to execution of the program 
by said control means, a two-dimensional im- 
40 age of said operation instruction display region 

which moves following a corresponding object 
is displayed on a display screen in a position in 
front of said generated two-dimensional image 
of the object, and a specified word prompting 
45 typing input by a player is displayed on the two- 

dimensional image of said operation instruction 
display region. 



28. The game device according to claim 1 , 
so wherein if a plurality of display images of said 

objects are generated, according to the program ex- 
ecuted and controlled by said control means, then 
the respective first alphabetical characters of the al- 
phabetical characters indicating readings of the 
55 specified words displayed in the operation instruc- 
tion display region polygons corresponding to the 
respective plurality of object display images, are 
mutually different. 
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29. The game device according to claim 27, 

wherein if a plurality of two-dimensional imag- 
es of said objects are generated, according to the 
program executed and controlled by said control 
means, then the respective first alphabetical char- 
acters of the alphabetical characters indicating the 
readings of the specified words displayed on the 
two-dimensional images of the operation instruction 
display regions corresponding to the respective plu- 
rality of two-dimensional object images, are mutu- 
ally different 

30. A storage medium storing a program for a game de- 
vice including control means for executing a pro- 
gram, means for generating a two-dimensional im- 
age of an object, and means for displaying the gen- 
erated two-dimensional image of said image, 

wherein said program is executed by said 
control means in the game device to control in such 
a manner that a two-dimensional image of an oper- 
ation instruction display region corresponding to the 
two-dimensional image of said object is generated, 
and a specified word prompting typing input by a 
player is displayed on the two-dimensional image 
of said operation instruction display region. 



wherein at least 10 input keys are arranged on 
each respective one of said pair of input devic- 
es, and a specified word displayed on said op- 
eration instruction display region polygon can 
be input from either one of said pair of input de- 
vices. 

34. The game device according to claim 27, further 
comprising: 

a game device main unit; and 
a pair of input devices, composed separately 
from said game device main unit and attached 
to the front side of said game device main unit; 
wherein at least 10 input keys are arranged on 
each respective one of said pair of input devic- 
es, and a specified word displayed on a two- 
dimensional image of said operation instruction 
display region can be input from either one of 
said pair of input devices. 

35. The game device according to claim 33 or claim 34, 
wherein said pair of input devices are dis- 
posed in a V-shaped configuration with respect to 
the front side of said game device main unit. 



31. The storage medium storing a program according 
to claim 14, 

wherein if a plurality of display images of said 
objects are generated, then the program executed 
and controlled by said control means causes the re- 
spective first alphabetical characters of the alpha- 
betical characters indicating the readings of the 
specified words displayed in the operation instruc- 
tion display region polygons corresponding to the 
respective plurality of object display images to be 
mutually different. 

32. The storage medium storing a program according 

to claim 30, 

wherein if a plurality of two-dimensional imag- 
es of said objects are generated, then the program 
executed and controlled by said control means 
causes the respective first alphabetical characters 
of the alphabetical characters indicating the read- 
ings of the specified words displayed in the two-di- 
mensional image of the operation instruction dis- 
play regions corresponding to the respective plural- 
ity of two-dimensional object images to be mutually 
different. 

33. The game device according to claim 1 , further com- 
prising: 

a game device main unit; and 
a pair of input devices, composed separately 
from said game device main unit and attached 
to a front side of said game device main unit; 
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